*TRANSCRIBERS NOTE: 

Hello! In this text document I have typed out all the information presented in Hanna-Barbera's 1995 
Character Reference Guide for Jonny Quest because I have not found any easy access to the complete text 
available on the internet (as of Feb. 2022). I feel that this information should be freely accessible to any 


Jonny Quest fan without forcing them to pay exorbitant prices or rely on word of mouth from others. 


To anyone that is not familiar with this text, do be aware that there are a couple factual and (possibly) 
subjective errors in regards to the information presented. I have not marked any of these errors in the 
transcription, but if you would like to see a list of noted errors you can visit 
(http://www.classicjq.com/artifacts/pubs/JQCharRefGuideErrors.aspx). Do be aware, though, that there is 


also a possibility that this list is incomplete. 


Finally, I have transcribed this text to the best of my ability checking and rechecking, but that doesn't erase 


any chance of there being textual errors that might still be present. Apologies if there are any noticeable ones. 


I hope you enjoy having access to this information and feel fulfilled by what is presented here - all without 


having to spend money! 
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[This text is superimposed over a drawing of the Quest Team standing on a rock looking at something in the 
direction of the reader. Race Bannon, who is holding a long barreled gun with both hands, and Dr. Quest, 
who is holding a piece of technology and it's wire, are in the background, while Hadji and Jonny, who is 


holding Bandit, are in the foreground. | 


[A black and white drawing of Bandit's head wearing his collar and winking at the reader. ] 


[A black and white drawing of Jonny Quest wearing his black turtleneck, jeans, and tennis shoes as he's 


running toward the reader. ] 


[A black and white drawing of Hadji in his first outfit from the episode “Calcutta Adventure” which is his 
turban with it's jewel and a cloth lungi that is pulled up and tied back. ] 
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The Characters 


- Start of Section One - 


[Same black and white drawing of the Quest Team as on page III.] 


Introduction 


The first animated prime-time series to feature realistic characters in action-packed adventures, The 
Adventures of Jonny Quest fulfills every kid's fantasy. Its secret experiments, dangerous government 


missions and incredible high-tech vehicles fueled the imagination of a generation! 


The series features a terrific cast of characters including Jonny Quest, an 11 year-old boy; hid dad, Dr. 
Benton Quest, a globe-trotting scientist and special government agent; his constant companion Hadji, a 
mystical boy from India with magical powers; Bandit, his pet dog; and Roger “Race” Bannon, Jonny's own 


personal bodyguard. 


Jonny and the Quest Team battle all kinds of deadly enemies, from lizard men and mummies to robots and 
dinosaurs. It isn't enough that they face foes bent on world domination, the Quest Team goes up against 
invisible rays, flying machines, laser guns, sonic destructor beams and para-powered rays. It all adds up to 


the most exciting cartoon action ever. 


Jonny Quest premiered on ABC in 1964 and has run on NBC and CBS television. Another series followed in 
1987, as well as a 2-hour special on USA Network in 1993. A new Jonny Quest series is slated for the '95-'96 


TV season. 


Vital Statistics 


Jonny Quest 


NAME: ... Jonathan Quest 

NICKNAMES: ... Jonny 

ADDRESS: ... c/o Quest Research Laboratories 
PHONE: ... Classified 

SEX: ... Male 


AGE: ... 11; but 30 in TV years in 1994 

HAIR: ... Blond 

HIEGHT: ... Up to Race's shoulders 

WEIGHT: .. . Enough to pack a wallop, but only if absolutely necessary 
EYES: ... Dark 

PARENTS: ... Dr. Benton and the late Rachel Quest 
GUARDIAN/TUTOR: ... Race Bannon 

BIRTHPLACE: ... West Palm Beach, FL 

FAVORITE PHRASES: ... “Gee, Race” “Gosh” “Look Out!” “Hey Bandit” 
OCCUPATION: ... Kid Adventurer, Boy Hero 

SECURITY CLEARANCE: ... Top Secret/Need-to-Know 

PETS: ... Bandit 

PALS: .. . Hadji, Jessie Bradshaw 

LIKES: ... Science, Martial Arts, Hadji's Magic, and Coming to the Rescue 
DISLIKES: . .. Villains, Thugs, Evil Scientists, Crazy Conquerors and Sitting Still 


Page 3: 

Vital Statistics 

[An enlarged version of the black and white drawing of Jonny Quest as on page IV.] 

Page 4: 

Main Character Summaries 

Jonny Quest 

[A black and white drawing of Jonny Quest's head. ] 

Jonny is a precocious eleven year-old boy who has inherited his father's thirst for knowledge coupled with a 
typical kid's quest for adventure. With his trademark bright blond hair and signature black turtleneck, Jonny 


is devoted to his father and looks up to him with affection. He respects both his dad's position and emphasis 


on intellect. Following the loss of his mother, Jonny grows to admire his extended family, consisting of his 


tutor and family bodyguard, Race Bannon, and companion, Hadji. While his mischievous knack for getting 
into trouble sometimes puts the group in jeopardy, it is normally due to his boyish innocence and eagerness 


to help. 


A quick study and wise beyond his years, Jonny is well-read, accurately assesses most situations, and gleans 


knowledge ... [continued on page 5] 


Main Character Summaries 


[continued from page 4] ... from his international travels and exposure to different ideas, cultures and 
technologies. Though not as strong or as skilled as Race, he's no less brave and expresses this with his 
dexterity and quick thinking in the face of peril. Jonny is also resourceful, alert and has a keen eye for 


anything that threatens the Quest Team. 

Like any boy, Jonny looks for fun in trying to satisfy his curiosity and demonstrate his abilities. Good- 
natured questions and a willingness to learn demonstrate Jonny's cheerful disposition and positive attitude in 
the midst of the group's worldwide adventures. Often it's Jonny's loyalty to family, friends and pet dog, 


Bandit, that prompts him to save the day. 


Jonny Quest was not modeled after any specific person. However, creator Doug Wildey was influenced by 


child actor Jackie Cooper when developing Jonny. 
Main Character Summaries 

Dr. Quest 

[A black and white drawing of Dr. Quest's head. ] 


A brilliant scientist and inventor, Dr. Benton Quest is often called in for consultations with the government 


regarding sensitive security issues. Known for his technological mastery and cutting-edge scientific 


experimentation, he is an authority on many subjects, ranging from archaeology and robotics to energy and 
aeronautics. When not in exotic locales on assignment for the feds, he maintains a top secret security 


compound and private research laboratory off the Florida coast on Palm Key Island. 


Quest's research and inventions reflect his apolitical nature and broad concern for mankind, as does his 
frequent collaboration with peers around the globe. He is mild-mannered and well-reasoned, but also quick 
on his feet and clever when the team's safety is in question. Even when faced with life-threatening events, 


Quest is rarely combative ... [continued on page 7] 


Main Character Summaries 


[continued from page 6] ... or quick to use a weapon unless necessary. More often, the bearded scientist 


bravely uses his superior intellect and intuition to think his way out of difficulty. 


Since the death of his wife, Dr. Quest has a reputation as a doting, protective father. Race Bannon prevents 
Quest's fear for his son's safety from being an Achilles' heel, and helps the doctor prepare Jonny for life's 
challenges. Quest is inquisitive, open-minded, friendly, and respectful of others' intellect and ability. He 
regularly counsels his son and team members to be the same. Doug Wildey called upon his experience 


drawing characters from Leslie Charteris's old Saint comic strip to create Dr. Quest's look. 
Character Descriptions 

[A black and white drawing of Race Bannon's head. | 

Character Descriptions 


Race Bannon 


A former secret agent with the U.S. government unit Intelligence I, Race has taken a permanent leave of 
absence to work with Dr. Quest and serve as the scientist's friend and guardian. He's also a mentor for Jonny, 


training him in academics, athletics and other subjects designed to hone both body and mind. 


Race is in great physical shape, a sharpshooter with all kinds of weapons, an ace driver and pilot, as well as a 
martial arts expert. The group often relies on the skills Race developed as a field operative to get them out of 


trouble — especially given Jonny and Hadji's youth and Dr. Quest's intellectual nature. 


With his deep tan and shock of white hair, Bannon is the epitome of the spy-turned-hero and ultimate 
protector. Despite his serious training and background, Race often cuts the tension the team faces with a pun 
or one-liner in one breath, and then approaches conflict and villains fearlessly in the next. Even in the worst 


situations, he brings power, a quick wit, decisiveness and confidence to the team. 


His almost paternal concern for Jonny shows a sensitive side as well, but he's continually secretive about his 
past. Race was briefly married to fellow field agent “Jezebel” Jade Kenyon, but he has apparently chosen to 
forgo such personal pursuits while in service with the Quests. The name Race Bannon comes from a 

combination of two unrelated comic strip characters that creator Doug Wildey hadn't sold: Race Dunhill and 


Stretch Bannon. Race's look was largely based on Western character actor Jeff Chandler. 


Main Character Summaries 

Hadji 

[A black and white drawing of Hadji's head. ] 

Hadji, a boy roughly Jonny's age, was raised in the Indian streets under his mentor, Pasha, who schooled him 
well in culture and the ways of Eastern magic and sleight-of-hand. He met the Quests while they were in 
India investigating a mountain laboratory. Clad in turban and native Indian garb, he became a permanent 
member of the Quest Team after saving Race from a deadly dagger. Despite the lack of any documentation, it 


appears the Quests have informally adopted Hadji as a permanent part of the family. 


One of the first minority cartoon stars, Hadji is a thoughtful, good-humored companion, offsetting Jonny's 


sometimes impulsive curiosity with careful judgement and street smarts. He lives with the Quests off the 


Florida coast and travels with them, but is ... [continued on page 11] 


Main Character Summaries 


[continued from page 10] ... careful to retain his Indian identity and takes great pride in his Eastern roots. 
Hadji invests a great deal of time trying to learn Western ways and shares Dr. Quest's love of science — often 


more than Jonny. 


As a sometime playmate, classmate and roommate, Hadji brings out some of the best boyish qualities in 
Jonny and has garnered the respect of both Race and Dr. Quest. Hadji is extremely accepting of other people, 
and has confidence in his own abilities as a mystic — which he uses both to entertain and to aid the group 
when necessary by uttering “Sim sim sala bim.” These mystical powers are more in the spirit of the classic 
Indian fakir that the supernatural, but on occasion he has shown signs of hypnotic ability, telepathy and 
telekinesis that go well beyond the classic Indian rope trick or simple snake-charming. Hadji was loosely 


modeled on 1940's film star, Sabu. 


Main Character Summaries 


Bandit 


Named for his mask-like eye markings, this mixed-breed Quest family pet is a black and white bundle of 
energy and spunk. Bandit passively accompanies the team on its travels by land, sea and air, but regularly 
places himself in the thick of things by wandering off into trouble, or sounding an alarm with an angered 
growl. Despite his small size, Bandit's loyalty and heart — if not his bark — are often bigger than his bite as he 
distracts intruders, sniffs out villains and frequently risks his own life to defend his human friends. At times, 
Bandit even prompts Jonny and Race to put themselves at great risk — which they willingly do — in order to 
save their canine companion. Bandit also regularly provides a good dose of the show's comic relief with a 


heroic yap, puppyish leap or an occasional sloppy kiss. 


[A black and white drawing of Bandit's head with his collar. ] 


Main Character Summaries 


Dr. Zin 


[A black and white drawing of Dr. Zin's full body. ] 


Dr. Zin is an evil Asian mastermind who's connected to a large international network of criminals, thugs and 
terrorists. As the show's only recurring villain and true Quest nemesis, he repeatedly demonstrates his scorn 
for the team and their upright mission of keeping the world safe. Zin seems to share Dr. Quest's scientific 
training and working knowledge of chemistry and machines, but is always left frustrated as the Quest Team 
thwarts his plans to achieve power, wealth and world domination. Sporting a sinister scowl and rock-solid 
jaw line, the bald doctor is remembered for shaking his fists at the Quests — threatening that they'll meet 


again. 


Supporting Character Summaries 


Jade 


[A black and white drawing of Jade's head. ] 


Thought to have been a double agent, sometimes working for both the right and wrong sides of international 
justice, Jade Kenyon made her debut as a “vampish” (hence the nickname “Jezebel”) spy who dropped into 
the Quest's lives as a cagey ally in a handful of adventures. Over time, Jade has proven herself to be a skillful 
partner, who not only bursts with charisma and self-confidence, but can also match wits or fists with almost 
any man or beast. Having been briefly married to Race Bannon, she is very much like him. She is shadowy 
about her past, but quick to prove her metal as a charming collaborator, masterful pilot, brave comrade and 


resourceful field agent. 


Supporting Character Summaries 
Jessie 


Jessie Bradshaw joined the Quests in one of their later (1987) adventures. She's the daughter of Dr. 
Bradshaw, a colleague and former undergraduate chum of Benton Quest. Dr. Bradshaw asked that the Quests 
accept Jessie and watch over her just before he permanently disappeared. When Jessie is part of the group, 
she provides a counterpart, and sometimes rival, to Jonny. As a bright, positive young woman, she balances 
the cast's all-male perspective. Jessie is slightly more intelligent than Jonny and Hadji, and has strong 
deductive reasoning skills. She enjoys playful verbal sparring with the guys, and pitches in when there's 


trouble afoot. 


Character Do's & Don'ts 
The Quest Team 


The Quest Team members will turn to violence or weapons only as an absolute last resort. Instead, they try to 
find the best way to think their way out of a jam or outsmart their foes. When their lives are clearly 
threatened, they often use weapons creatively to trap or disable adversaries rather than hurt or gratuitously 


destroy them. 


The Quest Team members never argue amongst themselves or turn on one another. In all their time and risky 
adventures together, they've developed tight bonds and loyalty. While there may be an occasional healthy 


disagreement, it's normally in pursuit of finding the smartest way to move forward. 


The Quest Team always respects the environment. They work hard to make the world a better place for all 


living creatures. 


The Quest Team members never act in a racist or culturally disrespectful manner. They genuinely appreciate 


the customs, contributions and way of life of people from all over the world. The Quests always respect the 


power of intellect and the important role of science in both everyday life and the earth's future. They are 
always quick to help fellow scientists advance their work or solve a problem with positive results. To them, 


science is a tool for good, not evil. 


Character Do's & Don'ts 


The Quests are always apolitical, and act in a manner that's benevolent to all humankind. They regularly 
prove themselves to be both solid patriots and great statesmen without taking an ideological stand. They 


neither preach, nor see the world from a strictly American point of view. 


The Quest Team is never boastful about its accomplishments, nor do the Quests seek great recognition or 
reward beyond being satisfied with a job well done. They have no desire to amass wealth or public notoriety, 
and normally act as humanitarians. The Quests always act altruistically, and don't perceive themselves as 


heroes. 


Despite the seriousness of their work and responsibilities, the Quest Team always appreciates levity and fun. 


They poke fun at one another and can be mischievously playful, but never act out of malice or in bad taste. 


- End of Section One - 


[A black and white drawing of Race Bannon and Jonny Quest running toward the reader. ] 


The Shows 


- Start of Section Two - 


Programming History 


Original Prime Time Series 


The Adventures of Jonny Quest originally launched on Friday, September 18, 1964 on ABC at 7:30 PM, as 
Hanna-Barbera's fourth prime-time series and the first cartoon ever to depict realistic human characters in an 
action-adventure format. The initial show, Mystery of the Lizard Men, received tremendously positive press 
and strong critical acclaim; it was also the first classic action cartoon to be immediately adapted into a comic 
book that same year. Quest held the Friday 7:30 PM time slot through the year-end, and was moved to 


Thursdays at 7:30 in January, 1965, where the 27-minute shows ran in reruns until September 9. 


The '64 fall season saw several other classic television competitors break, including Gilligan's Island, 
Bewitched (for which Hanna-Barbera did the animated opening), The Addams Family, Gomer Pyle USMC, 
and two other adventure-oriented competitors: The Man from U.N.C.L.E. and Voyage to the Bottom of the 
Sea. A second, less popular prime-time network cartoon also launched on NBC, The Famous Adventures of 


Mr. Magoo. 


The show initially captured a strong family audience in its first network run. Howdy Doody's Bob Smith 
called Jonny Quest the ultimate family entertainment, with “great action and visuals for the kids and 
excellent dialogue for adults.” Despite solid early response from blue-chip advertisers like Skippy Peanut 
Butter and P.F. Flyer, waning viewer interest in a strong prime-time landscape and the show's relatively high 


cost (approximately $64,000 per episode) prompted ABC to not renew the show after its first 26 episodes. 


Programming History 


Saturday Morning Original Network Runs 


Jonny Quest was also the first cartoon ever to run on all three major broadcast networks. CBS picked up the 
show for its Saturday morning lineup in 1967, and ABC returned with it again in 1970. After a six-year 
hiatus, NBC brought the show back in 1978 for a two-year Saturday morning run in its Godzilla Power 
Hour. Action-adventure programming had grown popular at the time, and Jonny Quest was recognized as a 


time-tested leader. 


CBS from 1967-1970 
ABC from 1970-1972 
NBC from 1978-1980 


Syndication & Cable 


In 1987, thirteen new Jonny Quest episodes were produced. Together with edited versions of the original 26 
episodes, they formed part of a fourth syndicated half-hour for the Funtastic World of Hanna-Barbera 
programming block. These new episodes were somewhat shorter in length (22 minutes) to accommodate the 
needs of syndication. This new action-adventure half-hour was added to attract older kids to the new Sunday 


morning cartoon time slot. 


The show has since delivered solid ratings on TNT. New viewers are also being attracted by the show's line 


up on the Cartoon Network. 


Episodic Title Chronology 


1964 
Original Episodes 


As is often the case, the classic episodes were aired in an order that differed from the order in which they 
were produced and numbered. This explains why Hadji first appears in Episode #3, The Curse of Anubis, 
even though he did not formally join the Quest Team until later in Episode #7, Calcutta Adventure. Synopses 


from these shows and those made in 1987 are included in the appendix. 


Mystery of the Lizard Men (Z-3) 
Arctic Splashdown (Z-5) 

The Curse of Anubis (Z-2) 
Pursuit of the Po-Ho (Z-7) 
Riddle of the Gold (Z-4) 
Treasure of the Temple (Z-9) 


a ae Ee eS 


7. Calcutta Adventure (Z-6) 

8. The Robot Spy (Z-10) 

9. Double Danger (Z-1) 

10. Shadow of the Condor (Z-8) 

11. Skull and Double Crossbones (Z-12) 
12. The Dreadful Doll (Z-11) 

13. A Matter of Pygmies (Z-13) 

14. Dragons of Ashida (Z-14) 


Episodic Title Chronology 


15. Turu the Terrible 

16. The Fraudulent Volcano (Z-17) 

17. Werewolf of the Timberland (Z-18) 
18. Pirates from Below (Z-20) 

19. Attack of the Tree People (Z-16) 

20. The Invisible Monster (Z-19) 

21. The Devil's Tower (Z-21) 

22. The Quetong Missile Mystery (Z-26) 
23. The House of Seven Gargoyles (Z-22) 
24. Terror Island (Z-23) 

25. Monster in the Monastery (Z-24) 

26. The Sea Haunt (Z-25) 


Episodic Title Chronology 


1987 
Episodes 


The 1987 shows kept all of the action and thrills that were paramount to the original Jonny Quest, but 


featured new weaponry that was more fantasy-oriented and protective, not offensive. In 1987, new gadgets 
still capitalized on up-to-the-minute technologies and the latest scientific breakthroughs. A new Quest plane 
was even added. These newer episodes also leaned more heavily toward science fiction, stepping away from 


the post war and Cold War politics that colored the 1960's. 


Peril of the Reptilian (8601) 
Nightmares of Steel (8602) 

Aliens Among Us (8603) 

Deadly Junket (8604) 

Forty Fathoms into Yesterday (8605) 


oS Se 


Episodic Title Chronology 


6. Vikong Lives (8606) 

7. The Monolith Man (8607) 

8. Secret of the Clay Warriors (8608) 
9. Warlord of the Sky (8609) 

10. The Scourge of Skyborg (8610) 
11. Skullduggery (8613) 

12. Temple of Gloom (8611) 

13. The Creeping Unknown (8612) 


Episode Synopses / 1964 


In 1964, Jonny Quest aired on NBC with 26 episodes. The episodes are listed in the order in which they 


originally aired. 


1. Mystery of the Lizard Men (Z-3) 
After five ships disappear in the Sargasso Sea, Dr. Quest is called into the investigation. Quest, Jonny, Race 


and Bandit leave immediately for the area. After many days of fruitless searching, Race, Jonny and Bandit 


board an old ship. They are taken prisoner by the Chief and his men, whose frogmen outfits suggest the 
appearance of lizards. The Chief tells Race and Jonny that he has developed a laser gun that is the ultimate 
weapon and has blasted the missing ships with it. Listening to the Chief, Jonny realizes the Chief plans to use 
the laser gun to destroy the first Man to the Moon space launch, scheduled for that very day. Jonny, Race and 


Bandit escape their captors. After Dr. Quest defeats the Chief and his men, the moon shot is successful. 


Episode Synopses / 1964 


2. Arctic Splashdown (Z-5) 
Enemy agents succeed in deflecting a guided missile, which lands in the Antarctic. Dr. Quest is assigned to 
investigate the missile's strange disappearance. Covered by an aerial umbrella, Quest, Race, Jonny, Hadji and 
Bandit set out for the Antarctic. The Captain, aboard a submarine, orders his men to destroy the Quest Team 
and gain possession of the missile. Quest and Race find that the enemy has grounded the missile to learn the 
secret of Quest's newest directional system. The Captain and his men capture Dr. Quest and Race, but before 
they're taken away, Quest activates a self-destruct mechanism within the missile. The party manages to 
escape. The enemy agents are foiled when the missile blows up, and Quest is determined to build an 


improved directional brain. 


Episode Synopses / 1964 


3. The Curse of Anubis (Z-2) 
Ahmed, an unscrupulous chieftain, plots to unite the warring factions of his Arab country and become the 
leader of the new nation. Capitalizing on Dr. Quest's interest in archaeology, Ahmed gets him to come to 
Egypt with Race, Jonny, Hadji and Bandit. Ahmed has defied the gods of his people by stealing the statue of 
Anubis and taking it to the ruins of Ghiva. Officials start an intensive investigation when the theft is 
discovered. In the interest of archaeological research, Ahmed gets Quest and his party to go to the ruins of 
Ghiva. Ahmed traps Quest and Race in a catacomb of the ancient ruins. He tells them that when they are 
found, either dead or alive, the fact that foreigners have plotted to steal an ancient treasure will unite all his 
people and he will be the leader. However, Jonny and Hadji elude Ahmed's tribesmen. With the air supply in 


the catacomb diminishing rapidly, Quest and Race realize they have but a short time to live. Jonny and Hadji 


find a secret passage that leads to Quest and Race. They are freed as the Mummy of Anubis destroys Ahmed 


and his plans. 


Episode Synopses / 1964 


4. Pursuit of the Po-Ho (Z-7) 
Drena Hartman radios Dr. Quest for help when her husband Emil is captured by the Po-Ho natives. With 
Jonny, Race, Hadji and Bandit,Quest flies to rescue his friend and fellow scientist. Drena tells Dr. Quest that 
she has learned from the sounds of the drums that Emil is to be offered as a sacrifice to the god Rahneo. 
Before he is able to help Emil, Dr. Quest himself is captured by the Po-Hos. Drena tells Jonny and Race that 
the drums are announcing that Quest will also be sacrificed. Race stains himself with the juice of purple 
berries. Posing as a native god, Race scares the natives and rescues Dr. Quest and Emil. Later, however, Race 


learns that it will take at least three weeks for the berry juice to wear off. 


5. Riddle of the Gold (Z-4) 
Cassim captures Prof. Gundersen, inventor of a process to create gold. The Maharajah tells Dr. Zin that 
having possession of Gundersen's secret will make them the richest, most powerful men in the world. Cassim 
kills the Maharajah. Dr. Quest is called into the case since he is the only man beside Gundersen who knows 
the secret of the gold's creation. It is arranged that Quest and his party fly into India. Two attempts on their 
lives fail. However, Cassim meets them in the guise of the late Maharajah. Plans are made to kill Quest and 
Race during a tiger hunt. When the party has gone off, Jonny, Hadji and Bandit go exploring on their own. 
They find Professor Gundersen in a mine. The Professor warns them that Quest is in danger. Cassim plans to 
trap all of them in the mine and kill Dr. Quest. Bandit's quick action saves them. Cassim is killed by a 


leopard. Zin escapes, warning Dr. Quest they will meet again. 


Episode Synopses / 1964 


6. Treasure of the Temple (Z-9) 
Jonny, Race, Hadji, and Bandit accompany Dr. Quest when he leaves for the ancient Mayan city of Malatan. 


Perkins, his aide Montoya, and their men have been searching the ruins for a lost treasure, employing every 


means to drive Quest away. Perkins and Montoya tie up a native who has refused to obey their orders and 
leave him for the vultures. Jonny finds the native; Dr. Quest and Race release the native and he runs off. 
Then Jonny and Hadji find the treasure room Perkins has been seeking. Perkins and his men overpower the 
members of Dr. Quest's party and imprison them in a room with walls ten feet thick. A secret door in the wall 
opens and the native whom they had had rescued appears. He leads them to an underground river. After 
evading many traps set by Perkins, Dr. Quest and his party paddle into an underground cave whose roof is 
covered with stalactites. When Perkins and his men paddle into the cave, Race shoots at the roof. The 


pursuing party is crushed by falling stalactites. 


Episode Synopses / 1964 


7. Calcutta Adventure (Z-6) 
Dr. Quest is working on a device with ultra high-frequency sonic waves which, used destructively, could 
demolish a city. He is asked to investigate a mystery ailment which has stricken sheepherders in the Indian 
mountains. There, Quest, Race and Jonny meet Hadji, a young Indian boy, and his friend Pasha. Pasha flies 
the party to a mountain in his native flying machine. Inside the mountain is a laboratory where Kronick and 
his technicians are perfecting a nerve gas which will enable them to conquer all their enemies. Quest is 
captured inside the mountain. Race arrives as Kronick prepares to torture Quest to learn how he gained 
access to the laboratory. When Pasha's flying machine fails, Quest uses his sonic amplifier to help his party 


escape. Hadji bids farewell to Pasha as he joins Dr. Quest, Race and Jonny. 


Episode Synopses / 1964 


8. The Robot Spy (Z-10) 
Dr. Quest schedules a test for his new para-power ray gun. If successful, the gun will drain the power from 
any object, disarm any army or air force without destroying human life. Dr. Zin, Quest's nemesis, wants 
possession of the secret. Before the test, the Quest Team sees a mysterious light emanating from a strange 
object on the island. Dr. Quest sends Race to get a sand truck and winch to retrieve the mysterious object. 
Jonny, Hadji, and Bandit hitch a ride with Race. The object is taken to the storage building. Unknown to the 


Quest's, the object is a robot planted by Dr. Zin. From afar, Dr. Zin directs the robot in its search for para- 


gun. Finding the gun, the robot memorizes all the details of its construction. All of Dr. Quest's weapons, from 
tanks to flame throwers, fail to destroy the robot. Dr. Quest realizes he must use his para-power ray gun to 
destroy the robot. Dr. Zin's voice tells Dr. Quest they will meet once again, and Dr. Quest lets him know that 


he will be ready for him. 


Episode Synopses / 1964 


9. Double Danger (Z-1) 
In Thailand, Dr. Quest is searching for a special vine that will solve a problem facing future space 
expeditions. This vine will act as a giant tranquilizer to preserve the sanity of space crews, locked in their 
space capsules for up to sixteen years at a time. Dr. Zin plots to get control of the vine, which will enable him 
to reduce inhabitants of a major city into a flock of sheep awaiting destruction. Dr. Zin trains Korchek to 
substitute as a double for Race. Race is trapped and captured by Suthep. When Kogo, the monkey, reacts in a 
strange way to Korchek, both Jonny and Hadji become suspicious. Moreover, when “Jezebel” Jade, (Race's 
old flame) arrives, she talks with Korchek and also feels something is wrong. Dr. Quest is captured by 
Korchek, but Jade helps Race escape. Dr. Zin's insidious plot is defeated, and the secret of the precious vine 


is saved for future space flight experimentation. 


10. Shadow of the Condor (Z-8) 
Jonny, Race, Hadji, and Bandit fly with Dr. Quest to the Andes, where he is to install a his new invention, an 
air filter for the silver mines. Facing disaster when the plane's oil line springs a leak, they sight a landing 
strip in the heart of the Andes. Race negotiates the landing. They're met by Baron Heinrich Von Froelich and 
his servant, Julio. The Baron, a famous flyer in World War I, has a collection of rare planes from that war. 
The Baron offers Race the use of his old “Spad” plane. The Baron's plan is to follow Race in another plane 
with loaded guns and engage him in combat. Dr. Quest feels Race will have more than a chance until Julio 
tells him that the Baron's guns will be loaded while Race's are not. In the ensuing air duel, it looks as though 
Race is doomed, until a giant condor comes to his aid and he defeats the Baron. Julio refuses Dr. Quest's 


offer to go along when Dr. Quest and his party leave. 


Episode Synopses / 1964 


11. Skull and Double Crossbones (Z-12) 
Dr. Quest is using his mini-sub to learn how ocean creatures adjust to tremendous pressures. He hopes that 
his discovery will help in the development of new deep sea diving techniques. While swimming, Jonny finds 
a Spanish Doubloon. José, the cook, immediately radios his Chief that the Spanish treasure they have been 
searching for has been found. The Chief and his men arrive and overpower Dr. Quest and the members of his 
expedition. Threatening Dr. Quest's life, the Chief forces Jonny to dive for treasure. Dr. Quest and Race 
realize they will be killed after the treasure is found. All attempts to escape fail, then one of the Chief's 
guards throws Bandit overboard. Jonny commands Bandit to swim to Police Superintendent Owens. The 
police arrive and sink the Chief's boat, and the treasure — when he tries to escape. Later, while Jonny goes 


swimming, Dr. Quest tells him not to bring anything back, no matter what he finds. 


Episode Synopses / 1964 


12. The Dreadful Doll (Z-11) 
Alvero, foreman for Phillipe Lor, a planter, tells Dr. Quest that Lor's daughter, Denise, is a victim of voodoo. 
Lor tells Quest that Korbay is using voodoo to scare the planters off the island. Quest finds Denise has been 
drugged. He believes the drug was administered by a tiny blowgun dart. He prepares an antidote. Race, who 
has been investigating the matter, is captured by Harden, Korbay's employer. Harden, who has been paid a 
huge sum to construct a secret submarine base, wants to drive everyone from the island so they will not 
interfere with the project. When Race doesn't return, Jonny and Hadji decide to search for him. Harden 
leaves Race a prisoner in Korbay's keeping and captures Dr. Quest. Jonny and Hadji help Race escape. After 
using a blowgun to knock Korbay unconscious, Race and Jonny get control of Harden's submarine. They 
rescue Dr. Quest from Harden. Harden and Korbay are turned over to the local authorities, and the islanders 


return to their plantations. 


Episode Synopses / 1964 


13. A Small Matter of Pygmies (Z-13) 
The plane in which Race, Jonny, Hadji, and Bandit are flying to Dr. Quest's laboratory develops engine 


trouble, and they are forced to land in the jungle. They rescue Eka, a pygmy, from a panther. After Eka runs 
off, they are captured by pygmies. They manage to escape, but are pursued by the pygmies. Finding a safe 
spot on a hill, they roll boulders down to keep the pygmies away. However, they are surrounded, and Race 
feels they'll be in real trouble if the pygmies rush them from both sides. Suddenly the pygmies disappear. 
Race spots helicopters overhead. Dr. Quest lands with a rescue party. Race gives Dr. Quest a letter he thinks 
is important. Upon opening the letter, Dr. Quest finds it is an invitation from a geographical society to 


participate in a round table discussion on the subject ““Are Pygmies Warm and Friendly People?” 


14. Dragons of Ashida (Z-14) 
Dr. Quest, Jonny, Hadji, Race and Bandit arrive at a small island to visit Dr. Ashida, a zoologist. Ashida has 
turned a small lizard into a large reptile resembling a dragon. Dr. Quest refuses Ashida's invitation to watch 
the reptiles fight. Ashida has been working out with Sumi, an undefeated champ in judo. Ashida challenges 
Race to a match, but Race wins. Quest and Race realize that Ashida is insane and try to escape. The party is 
surrounded by the giant reptiles. Ashida tells Quest he will allow the party to leave if Race can beat Sumi in 
a match. Although Race beats Sumi, Ashida reneges and refuses to allow them to leave. Race acts as decoy, 
and the party escapes past the reptiles. Ashida tries to throw Sumi to the reptiles because he failed to halt the 
escape. Dr. Quest and his party reach their boat, unaware that Sumi has turned on Ashida and thrown him to 


the reptiles. 


Episode Synopses / 1964 


15. Tutu the Terrible (Z-15) 
Jonny, Race, Hadji, and Bandit join Dr. Quest in a search for trinauxite, a metal essential to the space 
program. Two native brothers give Quest a sample which comes from the Land of Turu, up the river. Later, 
they rescue one of the natives from the Turu, which Quest realizes must be a pterodactyl, a flying dinosaur 
which hasn't been seen in a million years. Quest and his party sail up the river. They beat off an attack by 
enormous crocodiles and later ward off the Turu. The Turu is owned by Deen, who uses the ferocious animal 
to keep the natives who are mining trinauxite in line. Quest and Race reach a high plateau, where they find 
samples of the ore. Once more, the Turu attacks them. Using bazookas, they finally wound the pterodactyl 
mortally, and he falls into a tar pit. Deen falls in while trying to save him. Dr. Quest frees the natives after 


thanking them for leading his party to the valuable trinauxite. 


Episode Synopses / 1964 


16. The Fraudulent Volcano (Z-17) 
Dr. Quest snuffs out an oil well fire with his new fire bomb. The governor of the island of Bahiti asks Quest 
to use the bomb on the volcanic Mount Tahawa, which has been erupting. Quest, Jonny, Race, Hadji and 
Bandit fly to Bahiti. Dr. Zin has been causing the volcano to erupt by conducting a series of tests which will 
give him control of a new destructive force. He does everything possible to stop Quest from interfering with 
his plans. After an attack on Quest's life fails, Quest and Race fly over the volcano, leaving Jonny and his 
friends behind. Using an invisible ray, Zin destroys Quest's plane and captures Quest and Race. After seeing 
the plane fall, Jonny, Sergeant, an island officer, and Hadji drive to the mountain. Despite all attempts to stop 
them, they get inside the mountain with their car and escape with Dr. Quest and Race. Dr. Zin uses flying 
platforms to attack the Quest party, but they escape and learn that the criminals have been captured. Although 
the governor tells him that he has ordered the destruction of all of Dr. Zin's installations, Dr. Quest is sure 


they will meet again. 


Episode Synopses / 1964 


17. The Werewolf of the Timberland (Z-18) 
Dr. Quest, Jonny, Race, Hadji, and Bandit trek to the Canadian woods to find a specimen of petrified wood. 
There, the “Boss” is smuggling gold concealed in timber. Blackie and Pierre work for the “Boss”. Pierre, 
disguised as a werewolf, scares intruders from the area. Pierre warns Dr. Quest to leave. Dr. Quest and Race 
go off in search of petrified wood, while Jonny, Hadji and Bandit remain in camp. When Bandit is scared by 
a skunk, Jonny and Hadji go after him. They discover the gold smuggling operation. Captured, they are tied 
up in an an old sawmill. Grey One, disguised as a wolf, rescues them. Pierre, in his werewolf disguise, is 
ordered to attack Race and Dr. Quest. Grey One fights Pierre off. Jonny saves Grey One's life when Race, 
who thinks he is a werewolf, is about to shoot Grey One. Dr. Quest tells Jonny that the Mounties are 
pursuing the criminals. When Bandit returns, after having tangled with the skunk, Dr. Quest tells Jonny it's 


his job to bathe his dog in the river nearby. 


Episode Synopses / 1964 


18. Pirates from Below (Z-20) 
Dr. Quest is testing his underwater prober, a new type of submarine. International criminals make plans to 
get possession of the prober while Dr. Quest and Hadji are at a science conference and Jonny and Race are in 
the prober. By threatening Jonny, Sverdi makes Race comply with his demands. Dr. Quest and Hadji 
discover that the underwater prober has disappeared. Hadji contacts Jonny on his portable communicator. 
Jonny is able to give him the location of the prober. Race is forced by Valmar to steer the prober towards the 
criminals' underwater base. Jonny and Race escape from their captors. Then the enemy underwater craft 
close in on all sides with attack ships. Jonny and Race are recaptured. Their captors demand to know the 
location of Dr. Quest. When they threaten to shoot Race, Jonny tells them. The underwater pirates finally 
capture Dr. Quest and the prober. Hadji, using his Indian magic, hypnotizes the guard. Successfully warding 


off all attacks, and setting off the enemy attack weapons, the Quest Team escapes. 


Episode Synopses / 1964 


19. Attack of the Tree People (Z-16) 
When their boat catches fire, Dr. Quest, Jonny, Race, Hadji and Bandit are forced to swim to safety. Dr. 
Quest and Race are separated from the boys and their dog. They are picked up by a Dutch captain who 
combs the area searching for the boys. Jonny, Hadji and Bandit reach shore and, leaving a marker, start for 
the interior of the island, whose trees are filled with friendly apes. On the island, Silky and Chopper, ex- 
gunrunners, hear a broadcast offering a reward for the boys. Silky feels if they can find them, they can hold 
the boys for a much larger ransom. Quest sights the marker and goes ashore with Race. Silky and Chopper 
capture the boys and take them into a cave. Then they overpower Quest and Race. Quest is forced to radio 
for the ransom money. The apes overpower Chopper and free the boys. Led by Jonny and Hadji, the apes 
capture Silky and free Quest and Race. Chopper and Silky are turned over to the authorities, and the boys bid 


farewell to the apes. 


Episode Synopses / 1964 


20. The Invisible Monster (Z-19) 
Dr. Quest's friend, Isaiah Norman, has been experimenting with molecular energy on Cavern Island. Quest 
receives a frantic radio message from Norman asking for help. He tells Quest he has created something too 
terrible to contemplate. Quest, Jonny, Race, Hadji and Bandit fly to Cavern Island. Norman is missing, but 
Quest finds his diary. Buildings and fences seem to have been destroyed by a monster. Race, Jonny, and 
Hadji, scouting ahead, find huge footprints and discover that the creature is invisible. Reading Norman's 
diary, Quest learns that Norman created a mass of energy that somehow came to life. It appears that it 
consumed Norman and everything around it. Quest drops paint bombs on the invisible monster and sees that 
it is about twenty feet tall. Quest lures the monster into the cave and reverses the process by which it was 


created, then the party leaves for home. 


21. The Devil's Tower (Z-21) 
In Africa, Dr. Quest's balloon, carrying his instrument pack, breaks loose and lodges on a mile-high plateau. 
Race rents an old prop plane and flies to the top of the plateau with Dr. Quest. Race then flies to the camp for 
Jonny, Hadji and Bandit. They find the plateau is inhabited by aborigines, one of whom, Naktu, speaks 
German. The party is captured by Von Duffle, who tells them he is a German officer. Quest recognizes him 
as an escaped Nazi war criminal. Von Duffle abandons them on the plateau while he takes off in their plane 
with a fortune in diamonds the natives have been mining for him. Dr. Quest discovers a passage down 
through the center of the plateau, and the party escapes. When they reach the open, Von Duffle buzzes them, 
planning to blow them up with grenades. A grenade lodges inside the prop of the plane and he crashes, 


allowing Dr. Quest and his party to reach safety. 


Episode Synopses / 1964 


22. The Quetong Missile Mystery (Z-26) 
Dr. Quest is asked to investigate the Quetong swamp lake area where many people have become ill after 
eating fish from the lake. General Fong has secretly begun to prepare to fire a missile from the area. Jonny, 
Race, Hadji, and Bandit accompany Quest on his investigation. An attempt by Fong's men to dynamite the 
Quest Team fails. Quest discovers that the fish have been poisoned by missile fuel. Police Lieutenant Sing, 
who is in Fong's employ, kidnaps the boys. Quest and Race follow them into the swamp area, where Sing 


crashes his car. Quest and Race drug the sentries with anesthesia darts. At the main blockhouse, they knock 


out everyone but General Fong by putting gas into the air conditioning system. Quest and Race escape with 
the boys. Fong gives orders to intercept them. Fong's men are in the trees, triggering water mines around the 


Quest boat. By accident, Fong and his boat are blown up. The Quests reach safety. 


Episode Synopses / 1964 


23. The House of the Seven Gargoyles (Z-22) 
Dr. Quest and his party sail up a fjord. A giant glacier hangs over the water. The Quest Team visits Professor 
Erikson at Raklev Castle. Erikson, a world famous scientist, had been working on a formula to reverse 
gravity. Ivar heads a gang of thieves who want possession of the formula. A dwarf employed by Ivar, 
disguised as a gargoyle, replaces the real gargoyle on the tower with himself. Erikson, using a bar of metal, 
demonstrates to Dr. Quest and his party how, by reversing gravity, he can cause objects to fall up instead of 
down. The dwarf steals the bar. When the dwarf demands payment, Ivar shoots him. Ivar then tries to put 
Emil, one of his henchmen, in charge of the submarine. Quest and Race follow in the helicopter with rifle 


shots. The rifle fire dislodges the glacier, which buries Ivar and the submarine. 


24. Terror Island (Z-23) 
Dr. Quest and crew are in Hong Kong. Dr. Quest disappears and Race receives a note warning that if he 
notifies the police, Quest will die. Race asks his friend Jade for help. Jade learns that Dr. Quest is on Moy Tu 
island as the unwilling guest of Chu Sing Ling. Chu has discovered a method of enlarging animal life to 
gigantic proportions through the use of bacteria. Chu threatens to torture Quest if he doesn't help find a 
means of controlling the growth cells. Quest refuses. Race heads for Moy Tu in the hydrofoil. Jonny, Hadji 
and Bandit go aboard as stowaways. Just as Chu announces Quest's time is up, Race, Jonny and Hadji break 


through. The Quest Team escapes. Chu and the mutated animals are destroyed by the high voltage wires. 


Episode Synopses / 1964 


25. Monster in the Monastery (Z-24) 
Jonny, Race, Hadji and Bandit accompany Dr. Quest when he visits his friend, Raj Guru, the high priest of 


Khunyun. Raj is worried that the Yeti, or Abominable Snowmen, have come down from the mountains to cut 


his village off from civilization. When Bandit runs across a ropeway bridging a chasm, Jonny and Hadji 
follow him to an old palace. There, Osom and his gang have designed a reign of terror to destroy Raj Guru. 
Quest and Race soon discover the boys are missing. Osom's gang captures Jonny and Hadji. The boys escape 
and a wild chase follows. Jonny, Hadji and Bandit make it back to Race with the proof that Osom and his 
gang have disguised themselves as abominable snowmen to mask their activities. Peace settles over Raj's 


domain when the real Snowmen wipe out Osom's gang. 


26. The Sea Haunt (Z-26) 
Dr. Quest, Jonny, Race, Hadji and Bandit are flying above the Java Sea. They receive a radio message to 
watch for “The Star of Borneo.” a disabled freighter carrying a mysterious cargo. They sight and board the 
ship. They discover a log reporting that several of the crew were killed by a sea monster, which was deterred 
only by a strong light. The Quest's plane is smashed by the monster, and since all the life boats are gone, the 
party faces death. They find the Chinese cook, hidden in the ice box, who tells them that the monster 
emerges only at night. Using torches and floodlights, they drive the monster up a high mast and then into the 
darkness of the sea. Shorty after, Dr. Quest discovers the ship's mystery cargo is a treasure in gold. The party 


is then sighted by a rescue plane. 


Episode Synopses / 1986-87 


13 new Jonny Quest episodes were created in 1986-87. These episodes aired in syndication as part of the 


“Funtastic World of Hanna-Barbera.” 


1. Peril of the Reptilian (8601) 
After mysterious attacks on U.S. military installations in the South Pacific, the Quests are called in to 
investigate. They discover Dr. Phorbus, an evil scientist who plans to use hybrid dinosaurs cloned from 


prehistoric remains to help him rule the world. 


2. Nightmares of Steel (8602) 
Sheik Abbu Saddi enlists the aid of Dr. Quest to help him defeat the vicious raiders. They have stolen his 


plans for a robot horse and use it to pillage Bedouin towns in his Middle Eastern nation. 


3. Aliens Among Us (8603) 


An alien spacecraft steals Dr. Quest's matter transporter. When the aliens can't make the device work, they 
kidnap Jonny and Hadji to force Dr. Quest to help them. When Dr. Quest and Race head to the rescue, they 


discover the true identity of the “aliens” ... their old nemesis Dr. Zin. 


4. Deadly Junket (8604) 
Quest's evil nemesis, Dr. Zin, kidnaps Dr. Bradshaw and his daughter, Jessie. He then forces Dr. Bradshaw to 
create a missile jammer that nullifies the anti-missile system created by Dr. Quest. Jessie Bradshaw escapes 


her captors and enlists the aid of the Quest Team to defeat Dr. Zin and save her father. 


Episode Synopses / 1986-87 


5. Forty Fathoms into Yesterday (8605) 
While raising a sunken German submarine, the Quest Team is thrown back in time to the year 1944. While 
they explore its interior, they encounter the evil Dr. Wolfgang Kreuger who plans to use the time machine he 
invented to help the Germans win World War II. His plans are thwarted when the Quest Team sinks his sub 


and returns to the present. 


6. Vikong Lives (8606) 
In Greenland, Dr. Quest and his team are exploring the remains of an old Viking ship found in the frozen 
wasteland. While they are searching the grounds around the ship, they stumble upon Vikong, a giant ape-like 
creature locked in the ice wall of a cave. Dr. Quest tells the team Vikong is from a legendary race of Arctic 
apes the Vikings trained for battle. When Vikong comes to life later that night, the head of the expedition 
threatens to put him on display in New York. It's up to the Quests to save Vikong and assure the warrior ape's 


freedom. 


7. The Monolith Man (8607) 
At a thermal generating plant, Zartan digs too deeply in search of his ancestors. He sets off an explosion. 
When the Quests investigate, they land in a ruined underground city. They escape with a living statue, 


Hardrok, just as the city collapses. Hardrok is revived and joins the Quest Team. 


Episode Synopses / 1986-87 


8. Secret of the Clay Warriors (8608) 
The Quests receive a distress call from a Chinese scientists exploring ancient tombs. They discover clay 
watriors within the tombs. Further investigation reveals that the warrior are really clever thieves disguised as 


ghosts, but they don't stand a chance against the Quest Team and their new ally, Hardrok. 


9. Warlord of the Sky (8609) 
While investigating the appearance of unusual thunderclouds, Dr. Quest discovers that evil Maximillian 
Dragna has harnessed incredible electrical powers in an attempt to rule the world. Finding his secret Arctic 
base, Quest and company destroy Dragna's headquarters and his powerful flying attack craft, “The 


Dreadnought.” 


10. The Scourge of Skyborg (8610) 
While testing a new computer, CAP, Race is captured by the renegade half-robot, Skyborg. Dr. Quest and his 
team head to the rescue and are captured. Skyborg puts Race to the test by using CAP against him. Race 


must employ all his flying skills to outwit the computer and save the Quests. 


Episode Synopses / 1986-87 


11. Skullduggery (8613) 
An ancient crystal skull and staff lead Dr. Quest and his team to Dr. Zin, who plots to use the objects' power 
to rule the world. Unknown to Dr. Zin, the skull and staff activate a doomsday device when he merges their 


power in a Druid ceremony. The Quest Team must stop Zin and save the world ... and Zin as well. 


12. Temple of Gloom (8611) 
Hadji's old mystic teacher is captured by the evil Deprave and forced to use his telepathic powers to cause 
nightmares that disrupt a peace conference. Hadji is able to use his powers to help free his old master and 


maintain peace throughout the region. 


13. The Creeping Unknown (8612) 


When a plant monster terrorizes the inhabitants of a swamp, Dr. Quest and his team are called in to 


investigate. They discover that the creature, in league with a botanist, has been transforming people into 


plants. The Quest Team must find a way to destroy the monster and reverse the process. 


Features & Specials 
[A black and white drawing of Bandit's head wearing his collar and smiling with his tongue out. ] 
[A black and white drawing of Dr. Quest's whole body wearing a jacket. ] 


[A black and white drawing of Hadji doing a magic trick that causes a poof of smoke in front of him.] 


Features & Specials 


Jonny's Golden Quest (1991) 

Jonny's Golden Quest is a two-hour adventure that takes the cartoon cult-classic into the 1990's. This feature- 
length film develops deeper relationships among the Quest Team members, following them around the world 
on a new adventure in search of a criminal mastermind who is processing synthetic gold. The movie also 
gives an explanation for the death of Jonny's mother during an encounter with the maniacal Dr. Zin, who 
wants the gold for his own dark, mutation experiments. Both Zin and the Quests seek the key to the gold 
production, but it's Jonny and company who outwit their nemesis in the race to find the secrets to the process 


and its creator, Dr. Devlon. 


Jonny's Golden Quest was produced in conjunction with USA Network. This movie premiered on the cable 


network in April, 1993. 


- End of Section Two - 


[No titles, images, or text is present. ] 


Trivia 


[A black and white drawing of Jonny Quest flying with a jetpack on his back.] 


- Start of Section Three - 


Location Guide 


Key Locations ... Episode Number 
* denotes 1987 episodes 


Africa ... 21 
Ancient Tomb ... *8 
Andes ... 10 


Antarctic ... 2 
Arctic Base... *9 
Bahiti (island of) ... 16 


Bedouin Towns... *2 


Location Guide 


Boat... 14, 19 

Plane ... 10, 16, 21, 26 
Canadian woods ... 17 
Catacomb ... 3 

Cave ... 6, 19, 20 
Cavern Island ... 20 


Egypt ... 3 
Fjord ... 23 


Freighter ... 26 


Location Guide 


Germany ... *5 
Glacier ... 23 
Greenland ... *6 
Helicopter ... 23 

Hong Kong ... 24 
Hydrofoil ... 24 

India ... 5 

Indian Mountains ... 7 


Islands ... 8, 12, 14, 19 


Location Guide 


Java Sea ... 26 
Jungle ... 4, 13 
Khumjung ... 25 
Laboratory ... 7, 13 
Land of Turu ... 15 
Malatan ... 6 
Middle East ... *2 
Mine... 5 
Mini-Sub ... 11 


Location Guide 


Mount Tahawa ... 16 
Mountain(s) ... 21, 25 
Mot Tu Island ... 24 
Palace ... 25 

Peace Conference ... *12 
Plantations ... 12 

Plateau ... 15, 21 

Prober (underwater) ... 18 


Quetong Swamp Lake ... 22 


Location Guide 


Raklev Castle ... 23 
River ... 15 

Ruins of Ghiva ... 3 
Sargasso Sea... 1 
Sawmill ... 17 

Science Conference ... 18 
Ship ... 1, 26 

South Pacific ... *1 
Spacecraft ... *3 


Location Guide 


[An enlarged version of the black and white drawing of Jonny Quest as on page 49 — II.] 


Location Guide 


Submarine ... 23, *5 
Submarine Base ... 12 
Swamp ... 22, *13 

Tar Pit... 15 

Thailand ... 9 

Treasure Room ... 6 
Underground City ... *7 
Underground River ... 6 
Viking Ship ... *6 
Volcano ... 16 


The Villains 


“The Adventures of Jonny Quest” brought to the screen some of the very best villains ever created by Hanna- 
Barbera. In the course of mixing espionage, horror, international intrigue and a dose of science fiction into 
the Quest's lives, this collection of thugs, criminals, mad scientists, conquerors and masquerading creeps 


would scare anybody. 


[A black and white drawing of the head of one of Ivar's henchmen in charge of the submarine from the 


episode “The House of Seven Gargoyles.” 


Ahmed 


A power crazed chieftain who seeks to unite warring factions in the Middle East. Episode 3. 


Aliens 


These creatures were produced by the evil Dr. Zin to capture Jonny and Hadji. Episode *3. 
Blackie and Pierre 
Henchmen of “the Boss,” a gold smuggler who captures Jonny and Hadji in the forests of the Northwest. 


Episode 17. 


Captain 


The captain of a submarine based in the Arctic who attempts to destroy the Quest Team. Episode 2. 


The Villains 


Cassim 


A greedy assassin who attempts to kill Dr. Quest during an expedition in India. Episode 5. 


Chief 


Leader of a gang of power-hungry pirates armed with a laser cannon in the Sargasso Sea. Episode 1. 


Chu Sing Ling 


A mad scientist on a remote island who enlarges vicious animals to destroy mankind. Episode 24. 


Deen 


Uses Turu, a ferocious flying dinosaur, to terrorize a local population. Episode 15. 


Deprave 


A sorcerer who holds Hadji's mystical teacher hostage. Episode *12. 


Dr. Ashida 
A crazed zoologist on a small island who enlarges lizards to create an army of terrorizing dragons. Episode 


14. 

The Villains 

Dr. Phorbus 

An evil scientist in the South Pacific who has cloned dinosaurs in order to attack U.S. Military Bases. 


Episode *1. 


Dr. Zin 


Dr. Quest's nemesis attempts to create a formula to destroy the entire population of Thailand. Zin also creates 
a robot spy to steal the plans to build a ray gun, and develops a fire bomb to torch the world. (See Supporting 


Character summaries.) Episode 5, 8, 9, and 16. 


General Fong 
Evil ex-general in the Quetong swamps who devilishly plots to destroy the entire world with his missles. 


Episode 22. 


Harden 


Evil mastermind who uses a witch doctor to put spells on his enemies. Episode 12. 


Ivar 
Ivar's henchmen dresses up as a gargoyle to steal a valuable scientific formula from the Raklev Castle. 


Episode 23. 


Korbay 


A witch doctor who uses voodoo destroy people. Episode 12. 


The Villains 


Kronick 
A mad scientist in the Indian Mountains who attempts to create a special nerve gas to wipe out the 


population. Episode 7. 


Maximillian Dragna 


Attempts to rule the world by harnessing tremendous electrical powers. Episode *9. 
Osom 
He leads a criminal faction disguised as abominable snowmen in order to intimidate any curious onlookers. 


Episode 25. 


Perkins and Montoya 


Partners in crime in pursuit of a sacred treasure. Episode 6. 


Plant Monster 


A monster that takes the form of large swamp plants. Episode *13. 


Po-Hos 
A Pagan tribe that captures Dr. Quest in the jungle. Episode 4. 


[A black and white drawing of Dr. Zin's head. ] 


The Villains 


[A black and white drawing of the head of the other one of Ivar's henchmen in charge of the submarine from 


the episode “The House of Seven Gargoyles.”’] 


Pygmies 
A tribe of pygmies that attacks the Quest Team after an emergency landing in the jungle. Episode 13. 


Sea Monster 


A murdering man-like creature from the deep that attacks cargo ships. Episode 26. 


Silky and Chopper 


Ex-gunners on an island who kidnap Jonny and Hadji. Episode 19. 


Skyborg 
A half-robot and half-man renegade who captures the Quest Team. Episode *10. 


The Baron 
A former fighter pilot who engages Race Bannon in an air combat dogfight. Episode 10. 


The Boss 
A gold smuggler who holds Jonny and Hadji hostage after they discover his operation. Episode 17. 


The Villains 


The Invisible Monster 
A monster composed of pure energy that attacks native villages and the Quest Team in search of power 


sources to consume. Episode 20. 


Valmar 


Leader of an underwater crime base who captures Jonny and Race when they discover his operation. Episode 
18. 


Von Duffle 


An escaped Nazi war criminal who steals a large amount of diamonds. Episode 21. 

[A black and white drawing of General Fong's head. ] 

[A black and white drawing of the head of the lady photographer from the episode “Terror Island.’’] 
QUESTions & Answers 


The trivia and points of interest below were drawn from: outside published sources, Hanna-Barbera 


archives, press clippings, interviews with Doug Wildey, William Hanna and Joseph Barbera. 
Q: Why did Hanna-Barbera develop Jonny Quest in the first place? 


The Adventures of Jonny Quest were the result of both inspiration and frustration. After seeing the James 
Bond movie, Dr. No, Joe Barbera was convinced that an action-adventure cartoon could work well on 
television. At that time, the studio began work on adapting the radio show Jack Armstrong — based on a boy 
adventure hero — into a cartoon, and brought in Doug Wildey to oversee the project. Despite lots of 


preliminary work, including pilot animation, Hanna-Barbera couldn't come to terms with the Jack Armstrong 


people. Rather than deal with this frustration, Joe Barbera encouraged Doug Wildey to “create a completely 


new show” that the studio could own. 


QUESTions & Answers 


Q: How else did the James Bond 007 films influence the show? 


Beyond the obvious Cold War sensibilities that colored the plots, the bond series mostly influenced the 
show's early attention to numbers. The show was originally titled Quest File 037, almost as a direct homage 
to “007.” Although Quest File 037 turned up in the first episode (Mystery of the Lizard Men) as the Secret 
Intelligence I file containing the background dossier on the Quests, it was never used in the title or later in 


the series. 


QUESTions & Answers 


Q: What else influenced the creation of the show? 


Creator Doug Wildey has openly credited his preliminary work on Jack Armstrong, the comic Jerry and the 
Pirates, and great works of fiction like Huckleberry Finn as influencing his work on Quest. Both he and Bill 
Hanna agreed that action and steeping the show in the latest technological breakthroughs also gave the 

property its timeless appeal. Bill Hanna commented, “Our artists and writers researched areas, costumes and 


machines to create original but accurate art with a futuristic look.” 


Wildey himself also drew upon his library of Popular Science, Popular Mechanics and even National 
Geographic as reference for the leading-edge vehicles and gadgetry designed for the show. Wildey's one 
creative insistence, both visually or involving the “science” of Quest, was that everything be scientifically 
plausible. The characters and stories had to “balance documentary reality and creative adventure.” Joe 
Barbera has since added, “Our intent was to keep it realistic and entertaining. Nothing completely out of the 
realm of what kids will realistically believe happens to the Quests. That's why we brought in the very best 


live-action writers to work on a cartoon for the very first time.” (Note: The other “realistic” but much less 


successful cartoon at the time was Clutch Cargo.) 


QUESTions & Answers 


Q: What was the original show title? How did Doug Wildey come up with Jonny Quest? 


Wildey's original working title was The Saga of Chip Balloo. He came up with the name “Quest” from the 
ultimate source for names, the Los Angeles Yellow Pages, and was able to sell it because it suggested 
intrigue and adventure. Joe Barbera came up with “Jonny,” from Jonathan, as a more interesting form of 


John. 


QUESTions & Answers 
Q: Where did Bandit and Hadji come from? 


Bandit was added to the Quest group at the studio's insistence, since they (rightfully) believed a pet dog 
would be well-liked and present some merchandising opportunities. After agreeing to add Bandit, Wildey 
immediately created Hadji to add a creative twist and give Jonny a natural companion in whom he could 
confide instead of the adults. Wildey wanted Hadji to be a minority (Indian) from the outset, since his 


background would provide color that could be integrated into the stories. 


Doug Wildey originally had much grander hopes for Jonny's pet, and didn't find a dog adventurous enough. 
He designed several animals, including both a white cheetah and a monkey. The monkey was considered for 
a while, but scrapped because it was difficult (and expensive) to animate. Legendary cartoon artist Dick 


Bickenbach, not Wildey, designed Bandit. 


QUESTions & Answers 


Q: Is it true that Hanna-Barbera was sensitive to the violence in Jonny Quest even back in the 1960's, 


well before any of the recent concerns were raised? 


Yes. Joe Barbera was very explicit about this point, and expressed discomfort at keeping adults interested at 
the expense of needlessly scaring kids: “We wanted action, but not typical cartoon or TV action. We wanted 
action tempered to avoid typical acts of violence and gunplay. Our heroes usually find ways to disable 
opponents without resorting to guns. That's too easy and expected; when we do use guns — hopefully it's 


more inventive or with more comedy.” 


Also, when you watch the episodes carefully, it's clear that the Quest's foes or endangered friends tend to 
disappear in odd ways — ways which aren't explicitly graphic or gratuitously violent. Even in the midst of 
gunplay, there's almost no bloodshed, wounds or death on-screen in the classic episodes. Enemies are often 


dispersed in a way that suggests they may have been knocked out rather than killed. 


In the second wave of episodes, nearly all gunplay was eliminated. Weapons are more high-tech and gadget- 
like, and are often used to protect the Quests or help trap or disable their adversaries. Also, when repackaging 
the '64 episodes for use in the 1987 syndicated package, five minutes of footage was cut — often footage that 


was more violent and considered potentially controversial in today's climate. 

QUESTions & Answers 

Q: Was a pilot or unseen test footage ever produced for Jonny Quest? 

Not really. Doug Wildey solely produced what would have been a complete two-minute pilot on “still” 
presentation boards for the network. This included characters, backgrounds, equipment and detailed full 
storyboards. (These original boards are no longer available at the studio.) 

Q: What about the striking hair colors of the cast? 

Doug Wildey believed that hair was the most important design component for on-the-go, action-adventure 


characters. Striking colors and styles let kids identify them easily in the long shots, silhouettes and pans that 


the used in shooting the show. 


QUESTions & Answers 
Q: Has there ever been any live-action activity on Jonny Quest? 


Nothing's ever been produced, but there's been plenty of interest and activity. Currently, Turner Pictures is 
developing a project headed by Richard Donner with an expected release date of 1996. At least six other 
major and independent studios have approached Hanna-Barbera about acquiring the Quest movie rights. At 
one point in 1987, the entertainment trades reported that Taft/Barrish productions had prepared a live-action 
feature treatment, but nothing was ever seen. (Taft/Barrish's parent also owned Hanna-Barbera at the time.) 
In the past, three of the major broadcast networks have contacted Hanna-Barbera about a live action prime- 


time series. Most recently rumors have surfaced that Fox was nosing around. 
QUESTions & Answers 


Q: If The Adventures of Jonny Quest was Hanna-Barbera's fourth successful prime-time cartoon 


series, what were the other three? 
The Flinstones, The Jetsons and Top Cat. 


Q: Were there any other changes made to the classic, '64 episodes when they were edited for 


syndicated us in 1987? 


Besides cutting some of the more violent scenes, the opening title sequence was changed to remove footage 
of the old Quest aircraft so the classic shows would be consistent with new ones. The old aircraft was 
replaced with the large Questor I in the '87 episodes; this plane included a detachable smaller ship (named 


Questor IT) that could be used for recon missions. 


QUESTions & Answers 


Q: Why can't the footage that runs under the end credits be recognized from any of the classic '64 
y g g 


episodes? 


Because that footage was actually from another show, the Quest precursor Jack Armstrong. Hanna-Barbera 
had shot all this great action footage for a Jack Armstrong pilot film (also created by Doug Wildey). Being 
ever prudent, and recognizing that the best sequences from this pilot fit well with the finished Quest 
episodes, the studio attached these scenes cut against the brassy jazz soundtrack (along with one brief cut 
featuring Bandit). So, you're not going crazy if you couldn't remember the episode where the natives throw 


spears that harmlessly bounce off a metal door. 


Q: Are there any episodes where Hadji doesn't appear? 


Yes, Hadji was not in the first two episodes, and is first seen in the third. An explanation of how he came to 


join the Quests was presented later, in the seventh episode: Calcutta Adventure. 


QUESTions & Answers 


Q: Is it true that two members of the original Quest production team tried to kill each other while the 


show was being made? 


Not really. Being new to the animation business, Doug Wildey unwittingly hired two former Disney 
animators who had been bitter adversaries during the Animation Strike of 1941. It's rumored but not 


confirmed that one tried to run the other down in the Hanna-Barbera parking lot. 


Q: While the 1964 show was in production, word spread that Hanna-Barbera was going to kill off the 


Race Bannon character. Did the studio really consider this? 


Absolutely not. Horseplay and good-natured joking has always been common among animators. This was 
the case of a practical joke hitting the Hollywood animation grapevine. By the way, the episode involving 


Race's alleged death was #3, The Curse of Anubis. 


QUESTions & Answers 
Q: Is it true that Tim Matheson also starred in a Quest show later as an adult? 


Yes and no. After starting his child-acting career doing the voice of the original Jonny Quest, Tim Matheson 
became best known for the role of Otter in National Lampoon's Animal House. As an adult, he also starred in 
a television show coincidentally called, The Quest. It was a western that later faded, and had nothing to do 
with Jonny. You'll also notice that he changed the spelling of his name from “‘Matthieson” to “Matheson” 


between his time in the Quest cartoons and his later, live-action credits. 

Q: Have I seen Doug Wildey's work in other Hanna-Barbera cartoons? 

Possibly. He worked on others besides Jonny Quest while at Hanna-Barbera, mostly action-oriented shows, 
including The Herculoids. Perhaps his most noteworthy non-Quest contribution to the studio was a small 


assignment he completed for The Flinstones. Wildey actually designed Ann-Margrock's head in the classic 


episode named after her. The head was ultimately animated atop a Dick Bickenback-designed body. 
QUESTions & Answers 

Q: Is there more than one Dr. Zin? 

No. Although, as the key villain in Jonny's Golden Quest, he did clone himself to make a series of “doubles.” 
Reviewing the show's scripts, episodes, comic books and other published materials you will see that his look 
varies a bit, and his name can be spelled three different ways: Zin, Zinn and Zihn. 


Q: Are there any great PR highlights from the original show? 


One stunt was noteworthy. When the studio launched the show, there was apparently a series of write-in 


promotional materials, made to encourage boys and girls aged 6-12 to join the Jonny Quest Adventure Club. 


One boy and one girl were to be selected, at the time the show debuted, to be the official Boy and Girl 
Leaders of the club and win a cross-country trip. All club members were to receive an official membership 


card by mail, but it's unclear whether or not there was any real follow-up to the offer. 

QUESTions & Answers 

Q: Is it true that our hero Jonny Quest did commercials? 

Hanna-Barbera is known have animated three P.F. Flyer television commercials starring Jonny Quest and 


Race Bannon. These B&W spots feature the characters in the midst of an adventure, escaping from grave 


danger thanks to their white P.F. Flyers. One of these spots is available at the studio. 


- End of Section Three - 


[A black and white drawing of Dr. Quest demonstrating laser technology in the episode “Mystery of the 
Lizard Men.” 
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- Start of Section Four - 


Voice Casting 


[A black and white drawing of Jonny and Race fighting the henchmen seen in the episode “Mystery of the 


Lizard Men.” 


Voice Casting 


Jonny Quest: ... Tim Matthieson ('64), Scott Menville ('87) 

Dr. Benton Quest: ... John Stephenson ('64), Don Messick ('64/'87) 
Race Bannon: ... Mike Road ('64), William van Heusen ('64/"87) 
Hadji: ... Danny Bravo ('64), Rob Paulsen ('87) 

Bandit: ... Don Messick 

Dr. Zin: ... Vic Perrin 

“Jezebel” Jade Kenyon: ... Cathy Lewis ('64) 


Jessie Bradshaw: ... Georgi Irene ('87) 


Research Summary 


The following research highlights were drawn from an independent research study on Character Appeal and 
Potential in Fall, 1990. Respondents were kids aged 6-11, who were questioned in shopping malls in five 


major cities. 


Despite having relatively low awareness (34%) at the time of the testing, four out of five kids (81%) 
liked something about the show and a third liked it a lot. 

e limited exposure on cable prior to testing 

¢ boys like show slightly more than girls 

e younger kids (aged 6-8) like it a bit more than older kids (aged 9-11) 


Both boys and girls respond extremely well to the show's overall action format (63%). After humor 
(“funny”), a show's action is the most important element in a cartoon's likability to kids. 
e boys are more responsive to action than girls 


e few kids today see it as a “boy show” (5%) 


Research Summary 


Nearly 40% of all kids were “interested a lot” in seeing the show return to television. 
e interest was uniform among boys and girls, and across age groups 
e Saturday morning, Sunday morning, prime-time specials and after-school day parts were equally 


attractive to kids 


The show's realistic characters and mysterious adventures continue to be a big draw. 
e¢ Bandit, Hadji and suspenseful storylines noted as the “one thing like most” about the show (30%) 


e searches for strange creatures/aliens and lost ships remain favorite story types (25%) 


Bandit (59%) and Hadji (45%) remain the show's most popular supporting characters. Kids also like 
Jonny's relationship to both of them a great deal (53%). 
e¢ Hadji's sleight-of-hand/magic is very appealing, and most kids (51%) want to see more of it 


e Kids less responsive to Jonny's relationship with adults: Race and Dr. Quest 


Merchandising & Publishing 
Merchandising 


Not only was The Adventure of Jonny Quest futuristic in its modes of transportation and gadgetry, it was 
also too far ahead of its time for proper treatment in merchandised products. Collectors have surmised that, 
since this was the very first adventure cartoon based on realistic characters, toy companies and other 
licensees had no sense of how to capitalize on such a property; there were none of the action figures, video 
games or battery-powered vehicles that we've naturally come to expect in today's marketplace. In the midst 
of this merchandise vacuum, full-length (27-minute) classic “bootleg” home-video episodes from the '64 


series continue to trade at a premium at major toy and comic shows. 


The studio did produce its own record album, under the Hanna-Barbera Records label (distributed via 


Warners), where the Quest cast tells the story of the Jules Verne classic, 20,000 Leagues Under the Sea. It's 


hard to find, but used record stores will sell it for $25. 


Quest has had some very successful coverage in the publishing arena. Gold Key published one comic book 
based on the show's opening episode, “Mystery of the Lizard Men,” in 1964. This book remains a much- 
sought-after item among both comic collectors and Hanna-Barbera memorabilia hounds. Despite a 1964 


cover price of 12 cents, it normally carries an asking price of $135-150 in mint condition. 


One of the toy-like products made during Quest's three network runs was a small card game from Milton 
Bradley. This popular boxed game was included in retailers' Christmas catalogs years ago. Today it can be 


purchased for ... [continued on page 83] 


Merchandising & Publishing 


[continued from page 82] ... about $40 from toy collectors. Whitman also released coloring books aimed at 
younger children during the show's first year on-air. In mint condition, these books can sell for as high as 


BID: 


More Publishing Highlights 


When Jonny Quest was in hiatus from 1972 to 1978, the show's cult-classic status continued to encourage 
small publishers to produce material for insatiable fans. Modern Promotions released a story in Giant 
Durabook format (The Adventure with the Salt Plot) that is very rare today. Another independent, Cornell 
Kimball, also generated four Quest “‘fanzines” aimed squarely at the most devoted enthusiasts — who are said 


to resemble Trekkies. 


Beginning in 1986, when new episodes of the show were in production, Comico re-launched Jonny Quest in 
comic books. This new Quest line up featured 30 new book titles, as well as two special issues, and ran 


through 1988. 


Although the company later went bankrupt, Comico's re-release of Jonny Quest was considered a huge 
success. The initial books virtually sold out within weeks among dealers. The series was consecutively 


nominated for two prestigious awards at the Kirbys (the Oscars of comic books): Best New Series and Best 


Continuing Series. These books can easily be found with most large comic dealers for $2-5 per issue. 


The success of this line also proved the strength of the Quest characters and stories (most were completely 


authorized and approved through Hanna-Barbera). While all the writing was ... [continued on page 84] 


Merchandising & Publishing 


[continued from page 83] ... done by a single story editor (William Messner-Loebs), the art was drawn by 


several different artists and often interpreted in ways considered “off” the traditional animation models. 


Creator of the '64 cartoon series, Doug Wildey, did the first book for the Comico launch (The Sands of Khasa 
Tahid), and adapted three original episodes for comics under the “Jonny Quest Classic” banner: Shadow of 
the Condor, Calcutta Adventure and Werewolf of the Timberland. Wildey also created a Quest promotional 
poster and limited edition trading cards to complete Comico's offering. This marked Wildey's first and only 


return to these characters since the 1960's. 


In book #2, Enter Race Bannon, Comico gave a detailed account of how Race came to join the Quests, and 
explained the background and death of Jonny's mother by fatal illness. Most of this information is consistent 
with the animated characters, except for the name of Jonny's mother and the circumstances surrounding her 


death. 


Sponsors 


The following companies were among the original sponsors for the classic “Jonny Quest” episodes in 1964: 


P.F. Flyer Sneakers — B.F. Goodrich 
General Mills — Cheerios 

Welch's Grape Juice — Welchade 
Remco Toys 


Lysol 


- End of Section Four - 


The End 


[A black and white drawing of Bandit. ] 
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[The same small black and white drawing as seen on Page II debossed in gold.] 


